


Gil sila erin lO govaded vin... 

Welcome to another issue of Hall of Fire. 
Although it is a little late to incorporate into a 
Halloween adventure, we do have a couple of 
new ghouls for you to add to your campaigns. 
The first, a wraith of Angmar, and the other, 
Helm Hammerhand. We also have a General 
from the east for players to contend with. 

We also have a discussion going on the forums 
about a fan-based Hobbit sourcebook. If you 
would like to weigh in on that topic, feel free to 
head on over: http://forums.halloffire.org/ 
viewtopic.php?f=51&it=89 

Farad vaer. 

Micah A. Walles (Razor77) & 

Celebraen 

Co-Editors Hall of Fire 
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Featured Creatures 

Angmarim Wraith 

by Celegorn 


Attributes: Bearing 12 (+3)*, Nimbleness 8 ( + 1), Perception 8 ( + 1), Strength 10 (+2)*, Vitality 12 (+3), 

Wits 7(±0) _ 

Reactions: Stamina +5, Swiftness +5, Willpower +7*, Wisdom +4 
Defence: 12 

Movement Rate: 6 

Skills: Armed Combat: Blades (Dagger) +8, Intimidate (Fear) 

+ 10, Observe (Spot) +8, Stealth (Hide, Sneak) +8, Unarmed 
Attack +6 



Edges: Dodge, Hardy, Strong-willed 
Size: Medium 
Health: 13 
TN Equivalent: 15 

Gear: Dagger of Morgul Wound, lesser ring of power. 



Unique Special Abilities 

Bound 


Through the vile rituals of their creation, Angmarim wraiths are bound to the land on which they’ve been 
created. They have a great amount of power within their small realm, but are not able to leave it. These realms 
of influence can be anything from a single room homestead, large caves, to full fields of battle, and more than 
one wraith can occupy any given area. 


Icy Touch 

An angmarim wraith’s freezing grasp causes its target to lose 2 points of Strength and Vitality each round the 
wraith remains in contact. When either attribute reaches 0, the prey falls unconscious for 3d6xl0 minutes. 
Lost points are regained at the rate of 1 per attribute per 10 minute interval. The character can make a TN 20 
Stamina test to regain consciousness; if successful, or the target of a Healing-spell, the character awakens and 
regains all lost points. 


Sense Power 

Angmarim wraiths exist in a status that allows them to sense the presence of great power, strong sources of 
good, and the ripples of magic. They receive Sense Power (pg. 186 CRB) as a magical ability. 


Terror 

The presence of the angmarim wraith is unnerving and permeates its dwelling with shadows of creeping dread. 
As a result, the wraith’s Intimidate (Fear) skill operates automatically without needs to use actions. Opponents 
who face a wraith must roll against this effect every round they’re near the wraith, or in the wraith’s dwelling. 
This natural ability works slightly different than taking a normal action. When adding the wraith’s skill and 
attribute modifiers, be sure to divide by two before adding this amount to the roll. This ability does not prevent 
the wraith from using the Intimidate (Fear) skill normally. 
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Undead Stamina 

An angmarim wraith has no need to eat, sleep, or drink, they also only take half damage from physical attacks, 
and heal five times faster than normal. A wraith also has no Weariness Levels and does not need to make a 
Stamina test for any reason. 

Description 

Angmarim wraiths look much like their master, the Ringwraiths, as they wear long hooded, black cloaks. They 
have not faded as much as their masters, however, and these robes often remain open so as to see their rotting 
face and chest. They are often seen with a long keen dagger in their hand and a shining ring on their decaying 
finer. 


History 

As the Witch King sent corrupt spirits into the barrows of the Tyrn Gorthad, he was binding the damned 
spirits of the fallen to the fields of battle in which they fell. The spirits came mainly from the corrupted men 
that joined the ranks of Angmar, but some also came from places unknown to the wise. 

Habitat 

Angmarim wraiths are generally bound to the place in which they met their end in life. These vary greatly in 
location and geography. Many of the wraiths exist in places of great suffering and death. Dead Man s Dike in 
the North is a notorious location of wraiths, as are the ruins of Annuminas. 

Society 

Not much is known about how the wraiths interact with others or each other. They do not seem to exist in 
packs, but are known to swarm when anyone enters into a place of their control. 

Usage 

Angmarim wraiths represent the ultimate suffering of evil; for only through lingering pain can the spirits be 
bound. Just as the wights are used to defile the sacred tombs, wraiths are used to corrupt the beloved lands of 
the Dunedain. 
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Allies and Adversaries 

Helm Hammerhand 

by Micah A. Walles ( Razor77@halloffire.org ) 

The ninth king of Rohan, and the last of the first line, was Helm Hammerhand. His reign was marred by the 
fact that Dunlendings invaded and captured most of Rohan. Helm was forced to retreat to the Hornburg, 
where he and his people hoped for refuge from the invaders. Unfortunately, they were many in number and 
were aided by the foes of Gondor. As dire as this invasion was for the people of Rohan, the situation became 
even less survivable with the onset of winter. 


With the winter growing long and the store of provisions growing short, something had to be done. Helm's 
son, Hama, took what men he could on a raid of the Dunlendings that camped 
near the Hornburg. Hama, nor any of his men where ever seen again 
once they disappered into the snow. This grieved Helm greatly and 
drove him to go out into the snow, alone and without a weapon. 

He hunted the camps of Dunlendings that blockaded the 
Hornburg and killed all he could with his bare hands. 

Before each excursion Helm would sound a large horn, and as 
soon as his foes heard it, they ran from it fearing that Helm 
would kill them. Many believed that he was unable to be 
harmed by a weapon as long as he did not carry one. 

Not even Helm could last forever in the bitter cold and snow. 

His horn was heard one last time in the deep, but he never 
return. He was found later, still as a statue, standing on the 
Dike, dead. Once the Long Winter was over, they buried him in 
the ninth and last mound on the right of Edoras. ^ 

Though Helm died at the Hormburg, there are those that say he does not yet 

sleep. Many tales talk of how the Horn of Helm Hammerhand can still be heard in the Deep at the Hornburg. 
There are also many tales of those who were enemies to Rohan being found dead near the Hornburg. Of these 
enemies, no wound can be found on their bodies, and all of them have their faces twisted in the most hideous 
expressions of fear. 

In the Novels 

Helm Hammerhand does not appear in the novels. 

In the Films 

Helm Hammerhand does not appear in the films. 



In the Game 

Throughout Helm Hammerhand's life he is able to be found in Rohan. By his mid-twenties, he is Marshal of 
the Mark. In that capacity he roams over the lands of his birth hunting out any that may wish to harm his 
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people- When his father dies in 2741 he becomes King of the Mark- From that time until the Long Winter he 
primarily found in Edoras- 


After 2759 Helm Hammerhand is dead, but still roaming Rohan - 
Because of how deep his hatred was for all enemies of Rohan 
when he died, Helm's spirit is doomed to keep a vigilant watch 
over his former land- He is most often seen in the valley that lays 
out in front of fortification that was later named for him, and 
almost exclusively in winter- He comes out of the night, dress all 
in white, to any camps made by those not of Rohan- If they have 
good intentions toward the people of Rohan, he simply asks if he 
can sit by the fire and warm himself for a bit- If their intentions 
are to harm Rohan or its people, he will show no mercy in killing 
them- He kills almost exclusively by fright, leaving no marks on 
the body- The only evidence that he is not actually there is that 
he leave no boot prints in the snow- 

At the Battle of Helm's Deep, having been called by the sounds 
of horns in the deep one last time, his sprit was summoned- Few 
that survived the battle noticed him for their focus was on the 
foes close at hand, but a keen observer might have spied him in 
the thickest part of the UruDhai- No blade seemed to harm him 
and many simply fell before his presence- 


Wraith of Helm Hammerhand 
Attributes 

Bearing: 12 (+3)* Nimbleness: 9 ( + 1) 
Perception: 10 (+2) Strength: 11 (+3) 
Vitality: 12 (+3) Wits: 11( + 1) 

Reactions 

Stamina: +5 Swiftness: +4 

Willpower: +8* Wisdom: +2 

Skills 

Intimidate (Fear) +7, Lore: Rohan +6, 
(Narrators should add any additional skills 
that they feel are appropriate) 

Flaws 

Duty (protect Rohan) 

Spells 

Bladeshattering, Evoke Fear 



Special Abilities 

Icy Touch (Fell Beasts and Wonderous 
Magic p26), Invulnerable (Physical 
Damage) (FBWM p79), Undead Stamina 
(FBWM P 26) 
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Amdur, Lord of Blades 

by Celegorn 


“A horn sounded across the Pelennor as a rampaging hoard of Kataphrakts boomed across 

the field; the Lord of Blades had come” 


Race: Man (Man of Darkness) 

Racial Abilities: Adaptable, Dominion of 
Man, Skilled 

Attributes: Bearing 11 (+2), Nimbleness 11 
(+2), Perception 9 ( + 1), Strength 11 (+2), 

Vitality 10 (+2), Wits 11 (+2) 

Reactions: Stamina +2, Swiftness +2, 

Willpower +2, Wisdom +2 
Orders: Noble, Rogue, Warrior 
Order Abilities: Scoundrel's 
Fortune, Warrior Born, Domain 
Advancements: 16 

Skills: Armed Combat: Blades (Scimitar) 

+ 10, Armed Combat: Polearms (Eastlering 
Halberd) +10, Climb +3, Conceal +2, Debate 
+6, Healing +5, Inquire +1, Inspire +7, Intimidate 
(Fear) +6, Language: Variag +6, Amruni +6, 
Language: Khandish +7, Language: Westron +4, 
Lore: the Spine of the World +6, Lore: the tribes of 



the East +7, Observe +8, Persuade +3, Ranged 
Combat +7, Ride +9, Siegecraft +2, Stealth 
+3, Survival (Plains) +5 
Edges: Command, Pell Handed, Hoard, 
Rank 4 (Chieftain of a Khandish 
tribe), Warwise 
Defence: 12 
Health: 12 
Courage: 3 

Renown: 10 (in the East) 

Gear: Scale Mail, S’kath, medium 
shield, robes, war horse 

In the Novels 

Amdur does not appear in the novels. 

In the Films 

Amdur does not appear in the films. 


In the Game 

Amdur, Lord of Blades is a mighty enemy out of the East. Peared for his ferocity, he quickly became the leader 
of the Easterling Dragon Knights, an elite order of the Kataphrakts. He is none for offering no quarter to his 
enemies and for torturing any captives in cruel and heinous ways. 

As a youth, Amdur was found by the chieftain of a nomadic tribe of Easterlings that had razed his village. The 
chieftain, having no heir, took the child as his son and began to teach Amdur the ways of his people. Prom the 
onset, the boys cruelty knew no bounds. Only one story has come down into the annals of the West out of the 
East concerning Amdur s youth. In losing a game of nan’akla to a friend, he calmly went to his home, retrieved 
his father s sword, and planted it into his friend s skull. He received no punishment for the murder but was 
instead rewarded a saddle in the next raid. Amdur s viciousness would come to unit several tribes into a Society 
of decadence where the weak were culled and the strong prayed on those around them. Amdur would even 
come to murder his own father, in the sight of the public, for leadership. 

Looking East, The Enemy saw great potential in the still young Amdur and sent an emissary to parley with 
him. Offering gold, jewels, and a chance to invade the hated land of Gondor, Amdur sent words back to 
Sauron of his acceptance; with a note stuffed in the severed head of the messenger. Sauron reveled in this 
alliance and granted Amdur the control of the Dragon Knights, a collection of expert horsemen so cruel, few in 
the land of Mordor dared stand before their wroth. 


* 
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What’s Out There 


This is a list of Web sites along with Decipher's official Web sites. We have found they supply useful Lord of the Rings game information. 


The Hall Of Fire Webzine 

http://halloffire.org 

The Hall Of Fire Wiki 

http://wiki.halloffire.org 

The Hall of Fire Forums 

http://fourms.halloffire.org 

The Mad Irishman 

http://www.mad-irishman.net 

The Last Alliance 

http://thelastalliance.com 

Rpg Tools For Decipher's Coda Games 

httn://2rouDS. vahoo.com/grouD/rnetools/ 

Encyclopedia Of Arda 

http://www. 2 lvphweb.com/arda/default.htm 

Fan Modules For Middle-Earth 

httD://2rouDs.vahoo.com/grouD/fan-modules 

The Steward And The King 

http://www.stewardandking.net 

The Tower Hills 

httn://homenage.mac.com/ieremvbaker/towerhills 

Chronicles Of The North 

http://rpg.avioc.org/ 

Trek-Rpg.net 

http://forum.trek-rpg.net/index.php 

MERP.com 

http://www.merp.com 

Coda Webzine Repository 

httD://erouDs.vahoo.com/groun/coda webzine 

Other Minds Magazine 

http://www.othermindsmagazine.com 

The One Ring.Com 

http://www.theonering.com/ 


The One Ring.Net 

http://www.theonering.net 


Calling All Gamers! 

Interested in submitting... 


A mini or side adventure? 
New creatures, or fell beasts? 
New Orders or Elite Orders? 


Racial / Order packages? 
NPC's? 


Weapons / equipment / magical items? 
Fan Art? 


If so, write to us for details on submission submissions@halloffire.org with 'Fan Content' in the subject line. Please include your 
name and/or pseudonym (handle/online identity) and email address(es) with which one of our editors may contact you. 


Please note that if you would like to submit a mini-adventure, Decipher will not consider it for publishing. 

Fancy yourself a writer or artist and would like to contribute to the webzine? 

If so, write to us at submissions@halloffire.org with 'Writer' in the subject line. One of the editors will get back to you with details about 

writing for THE HALL OF FIRE. 

Want to know what the submission guide lines are? 

Visit http://wiki.halloffire.org/Submission Information for the current submission guide lines. 

If you would like to post an advertisement for: 

• A local or online RPG that you are hosting 

• An RPG convention or tournament 

• Or any events pertaining to The Lord of the Rings RPG 

Write to us at ads@halloffire.org with 'Ad' in the subject line along with your advertisement. The advertisement must be less 
than 100 words and any graphic to go with it must be no more than 1' x 1'. 


7 

























